Good Players  Choke  More Often than Poor Ones Before Audience, According to New Study by unknown
University of Dayton
eCommons
News Releases Marketing and Communications
7-2-1992
Good Players "Choke" More Often than Poor Ones
Before Audience, According to New Study
Follow this and additional works at: https://ecommons.udayton.edu/news_rls
This News Article is brought to you for free and open access by the Marketing and Communications at eCommons. It has been accepted for inclusion
in News Releases by an authorized administrator of eCommons. For more information, please contact frice1@udayton.edu,
mschlangen1@udayton.edu.
Recommended Citation
"Good Players "Choke" More Often than Poor Ones Before Audience, According to New Study" (1992). News Releases. 7721.
https://ecommons.udayton.edu/news_rls/7721
; ) A(t( 
The University of Dayton N ez,vs &lease 
GOOD PLAYERS "CHOKE" MORE OFfEN THAN POOR ONES 
BEFORE AUDIENCE, ACCORDING TO NEW STUDY 
July 2, 1992 
Contact: Teri Rizvi 
DAYTON, Ohio-- It's possible to take on the local video arcade's pinball wizard and 
win -- particularly if you have an audience. 
According to a University of Dayton study to be published in the fall issue of Social 
Behavior and Personality, good players become self-conscious and perform worse and bad 
players play better on a simple video game like pinball if they play before an audience. On a 
more complex game, such as "Tetris," both tend to choke under spectator scrutiny. 
"We believe the good players probably had more invested in their performances and 
were more self conscious about performing than the bad players," said Charles Kimble, 
director of the Social Science Research Center at the University of Dayton. 
"There are many other factors such as age of performers, the sport -- baseball should 
be more pressurized than soccer, for instance-- and the size of the audience, which should 
make a difference. However, we think this is a general model for the effects of audience 
scrutiny on performance of different types of tasks." 
As part of a classroom project in an environmental psychology class, Kimble 
performed the study with JefferyS. Rezabek, a University of Dayton undergraduate 
psychology student. An employee in the University's games room, Rezabek unobtrusively 
watched 46 college students play either pinball or "Tetris" and recorded their scores. 
Afterwards, he asked the players if they would participate in a games room study in which he 
would observe them play to determine how much time was being spent on video games per 
quarter spent. When he fmished, he recorded their scores again. 
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